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Define the physic 
then 
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:a| parameters of 
lodel 
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Run a Monte Carlo test to 
determine the probability of each 

outcome, using a random 
sampling of starting conditions. 



No. 

Alter the model 




Assign a win amount to each 
outcome 



£S- 



Determine the paytable 
percentage, it js the sum of of all 
outcomes 1 probabilities multiplied 
by the outcomes 1 win amounts, 



No. 
Alter the 
win amounts 
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Start ^ 

. s 60 



Randomly choose a set of Initial 
parameters (e.g.; speed, angte 
gnd spin of the ball). 



Run the physical model until the 
Game ends. 



EvaMte foeendstztfa of the 
game to determine what outcome 
was produced. 



Look up the outcome (n the 
. paytable and get the win amount 



_i 

Award the player the amount 
dictated by the paytable, 
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Define the physical parameters of 
the mode! 



Create a list of allowed Initial 
commons. Determine, via the 
model, the outcome for each set 
of Initial conditions. 



No. 

~A|ier me model or the 
[istof Inltfa Conditions 




Yes 



Assign a win amount to each 
outcome 



Determine the paytable 
percentage. It is the sum of of all 
outcomes' probabilities multiplied 
by the outcomes 1 win amounts, 



No, 
Alter the 
win amounts 




•<?/— 



Randomly choose a set of Initial 
parameters (a,g,: speed, anflla 
ajid ppin of the ball) out of the list 

If the (1st has weighted 
propaftlities, gee them to select 
the set of initial conditions 



Run the physical model until the 
game ends. 



Evaluate the end state of the 
game to determine what outcome 
was produced. 



Uok up the outcome In the 
paytable and get the win amount 



£5 



Award the player the amount 
dictated bythepaytable. 
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Define (he physical parameters of 
the model 
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Develop a. fiat of paths for the 
object to te|ce, Assign 
proteWIWestoeach path. 
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Determine the cflstnbMtlon of 
outcomes (see 'Discrete Paths - 
DetBfnrining PlsWbvtlon of 
Outcomes") (fib,* a) 



ru 




No. Altar tha modal or 
the paths and probabllltse 



°IS< 



Assign a win amount to each 
outcome 


i 




(Determine t 
percentage. It is 
outcomes' props, 
by the outcome 


he paytable 
the sum of of all 
bllltles multiplied 
3' win amounts. 




No, 

Altar tha wp amounts 
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Assign a probability of o % fci eaeh 
point Stores true/false fisg to tell if 
each point has been evaluated. 
Initially satlha flag to false. 



Store each path's probability, as weD 

as a Injeflajse (lag to tall If It has 
been evaluated. Initially set the flag 
to false. 



Assign a probability of 100 % to the 
routs starling point 
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Find a point that has not been 
evaluated, which has no paths 
leading to It or where all the paths 
leading to It have boon evaluated. 



Set (he polnrs probability to the sum 
of the probabilities 0 f ^\\ pqtfis that 
lead to the point) or if there are no 

paths leading to the point, leave the 
point's probability unchanged, Set 
the point's "evaluated* flag to true. 



For each path leading away ffom the 
paint, multiply that path's probability 
by the points probability and store 
the product as the path's new 
probability. Then, set the path's 
^evaluated" flag to true, 



It?' 



The probability of each outcome is 
' equal to the probabllly of the route 
endpoint that leads to that outcome, 
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^ Pone ^ 





No 



Randomly choose a path leading 
away from the current poitnt, 
using the probabilities of the 
paths. 



Traverse the chosen path to the 
point It leads to. 



no 




Evaluate the point to determine 
the final outcome. 



Award the player the amount 
dictated by the paytable. 



ay 
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- Create a list 


of outcomes. 
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Assign a probability to sac h 
outeoma. 
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No. 

-Altepbellstof 



outcomes or the 
outcomes' probabilities. 
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Assjgp a win a 
outa 
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mount to each 
oma. 
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Determine the paytable 
percentage, It is the aym of ofs|| 
outcomes* probabilities mu|tfpflec| 
by the outcomes' win amounts, 



No. 
Alter the 
win amounts 
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(start ) 



tit 



Randomly draw a final outcome, 
based on {he probabilities of the 
outcomes, 



Randonily generate a set of final 

conations' Ifthepaytabla 
contains a list of final conditions 
to choose from, randomly choose 
a set of final conditions from the 
list. 



fain the model backwards to 
derive the set of initial conditions. 



ft*' 



Play the game using the derived 
initial conditions. The game wfM 

end with the chosen final 
conditions and the chosen final 
outcome. 



Award the player the amoHnt 
dictated by the paytable, for the 
final outcome that was chosen. 



Randomly draw a route end point, 
based on the probabilities in the 
paytqbie. Nota the impDed final 
outcome,. 



Out of the list of paths thee lead to 
the point, randomly choose one, 
according the probabilities 
assigned to the paths, 



Traverse the path to |ts starting 
point Record ttie path as part of 
the route to be used, 



Yes 



Doss 

the path starting point 
have padis that lead 
to It? 



No 



Play the game from start to finish 
using the recorded route. 



Award the player the amount 
^dictated by the paytable, ftorthe 
final outcome that was chosen. 
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